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^j! (54) Title: A METHOD AND APPARATUS FOR MANAGING DEMAND AND INVENTORY 

^ (57) Abstract: The present invention is directed to a method and system for managing the inventory level of, and the distribution 
of, electronic media rental units, including but not limited to videogame discs, musical compact disks, or movie VCD/DVDs. More 

s — ■ ' specifically, preferred embodiments of the present invention forecasts future rental and sales demand for a given electronic media, 
such as a videogame, prior to the release of that electronic media to the general public. The forecast is based on the pre-release 
demand of the electronic media in that the future rental and sales demand is estimated from the rental and sales demand ofpreviously 

^ released electronic media having similar pre-release demand. Furthermore, the preferred embodiments of the present invention al- 
lows registered members of a rental user group to keep rented units of the electronic media for a purchase price, which is dynamically 

^ controlled to minimize rental shortage and maximize profits. 
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A METHOD AND APPARATUS FOR MANAGING DEMAND AND 
INVENTORY 

This patent application claims priority from U.S. provisional application no. 
5 60/416,608, titled "A Method and Apparatus to Manage Demand and Inventory," filed on 
October 7, 2002, and U.S. provisional application no. 60/434,320, titled "Method and 
Device to Manage Demand and Inventory," filed on December 18, 2002, both of which 
are hereby incorporated in their entirety by reference. 

Background of the Invention 

10 1. Field of the Invention : 

[0001] This invention relates to inventory control systems, and more specifically 

to dynamic inventory management to control demand and inventory to maximize profits 
in volatile markets. 

2. Description of the Prior Art : 

1 5 [0002] Video game publishers release new video games to the public throughout 

the year. When a new game or title is first released to the public it is in high demand- 
consumers both buy and rent the game in large quantities. As time passes, demand for a 
game falls, often quite steeply, as consumer interest in purchase and renting a game 
declines, and as new game releases displace demand for previously released games. This 

20 pattern of demand presents challenges for video game rental services. 

[QQ03]. RentaLoutletsjarely piace^hijleMe_purchases for enough games to 

satisfy initial rental demand, creating a significant shortage of games for rent. If a rental 
outlet or service purchases enough units of a new game to satisfy initial rental demand, 
the service is left with too many units as demand falls, creating a "rental surplus." To 
25 minimize the rental surplus, game rental services buy a small number of units relative to 
initial rental demand. In this way, as demand falls, the service is left with only a small 
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rental surplus. Thus, initial consumer demand is unsatisfied and the ultimate commercial 
success of a release or title may not reach expectations. 

[0004] What is needed is a technique for gauging pre-release demand and 

optimizing and controlling inventory levels and ongoing demand to maximize profits and 
5 minimize inventory. 

Summary of the Invention 

[0005] The present invention provides a technique for a game service to estimate 

opening demand for an upcoming release of an electronic entertainment item, to purchase 
an opening quantity of the new release, that is equal to, or a calculated amount below the 
10 level of opening demand. This minimizes the opening rental shortage and maximizes 
consumer satisfaction and market saturation. 

[0006] As demand falls over time, the system increases sales of game units 

through dynamic price controls, hi this way, inventory is continuously reduced after a 
game's release to balance inventory with falling demand, surplus. This serves to 
1 5 minimize the rental surplus. 

[0007] In another aspect of the present invention, opening demand is anticipated 

using price incentives and delivery priority to motivate consumers to become system 
subscribers and order games before the release date of the game. 

[0008] In another aspect of the present invention, a game service may provide 

20 member subscribers and non-members an opportunity to hade-in electronic entertainment 
items for credit. The game service inventory control system may calculate the value of 
previously released electronic entertainment titles and publish a market list permitting ~ 
member subscribers and non-members to trade previously released electronic 
entertainment titles to the service for monetary credit against current or future activities. 

25 [0009] These and other features and advantages of this invention will become 

further apparent from the detailed description and accompanying figures that follow. In 

2 
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the figures and description, numerals indicate the various features of the invention, like 
numerals referring to like features throughout both the drawings and the description. 

Brief Description of the Drawings 

Fig. 1 is block diagram of an electronic entertainment sales and rental system 
5 according to the present invention. 

Fig. 2 is a flow chart according to the present invention. 

Fig. 3 is a projected inventory control graph according to the present invention. 

Fig. 4 is a projected demand graph according to the present invention. 

Fig. 5 is a projected table of pre-release activity according to the present 
10 invention. 

Fig. 6 is a projected table of game life activity according to the present invention. 

Fig. 7 is a table of projected rental demand according to the present invention. 

Fig. 8 is a table of projected sales of used games according to the present 
invention. 

1 5 Fig. 9 is an updated projection table of rental demand according to the present 

invention. 

Fig. 10 is an inventory reconciliation table according to the present invention. 
Fig. 1 lis achart of inventory flows according to the present invention. 
Fig. 12 is a chart of member services according to the present invention. 
20 Fig. 13 is a graph of game rental demand according to the present invention. 
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Fig. 14 is a graph of game rental demand with demand shifting according to the 
present invention. 

Fig. 15 is a chart of inventory management definitions according to the present 
invention. 

Fig. 16 is a chart of demand versus inventory according to the present invention. 

Fig. 17 is a chart of electronic entertainment item life cycle according to the 
present invention. 

Fig. 18 is a chart of IMP inventory management according to the present 
invention. 

Fig. 19 is a web page exemplar according to the present invention. 

Fig. 20 is a web page exemplar according to the present invention. 

Fig. 21 is a web page exemplar according to the present invention. 

Fig. 22 is a web page exemplar according to the present invention. 

Fig. 23 is a web page exemplar according to the present invention. 

Fig. 24 is a web page exemplar according to the present invention. 

Fig. 25 is a web page exemplar according to the present invention. 

Fig. 26 is a web page exemplar according to the present invention. 

Fig. 27 is a web page exemplar according to the present invention. 

Fig. 28 is a web page exemplar according to the present invention. 

Fig. 29 is a web page exemplar according to the present invention. 

Fig. 30 is a web page exemplar according to the present invention. 
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Fig. 31 is a product description web page exemplar according to the present 
invention. 

Fig. 32 is a member Q web page exemplar according to the present invention. 

Fig. 33 is a web page exemplar according to the present invention. 

Fig. 34 is a web page exemplar according to the present invention. 

Fig. 35 is a web page exemplar according to the present invention. 

Fig. 36 is a web page exemplar according to the present invention. 

Fig. 37 is a web page exemplar according to the present invention. 

Fig. 38 is a web page exemplar according to the present invention. 

Fig. 39 is a web page exemplar according to the present invention. 

Fig. 40 is a web page exemplar according to the present invention. 

Fig. 41 is a web page exemplar according to the present invention. 

Fig. 42 is a web page exemplar according to the present invention. 

Fig. 43 is a web page exemplar according to the present invention. 

Fig. 44 is a web page exemplar according to the present invention. 

Fig. 45 is a web page exemplar according to the present invention. 

Fig. 46 is a web page exemplar according to the present invention. 

Fig. 47 is a web page exemplar according to the present invention. 

Fig. 48 is a web page exemplar according to the present invention. 

Fig. 49 is a web page exemplar according to the present invention. 
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Fig. 50 is a web page exemplar according to the present invention. 
Fig. 51 is a web page exemplar according to the present invention. 
Fig. 52 is a web page exemplar according to the present invention. 
Fig. 53 is a web page exemplar according to the present invention. 
5 Fig. 54 is a web page exemplar according to the present invention. 

Fig. 55 is a web page exemplar according to the present invention. 
Fig. 56 is a web page exemplar according to the present invention. 

Detailed Description of the Preferred Embodimentf s) 

10 [0010] This invention may be applied to rental and sales of electronic 

entertainment items such as electronic games, video games, game cartridges and disks, 
game software, movies and music. For convenience, the present invention is described 
with respect to video games. 

[0011] Referring now to Fig. 1 , a potential video-game renter such as user 1 0 may 

1 5 access a rental service 12 using any suitable method such as telephone, a computer 

network such as the World Wide Web or the internet, or through a traditional retail outlet. 
In a currently preferred embodiment of the present invention user 10 may access a rental 
service port 12' using any suitable access port such as computer 13 and a network such as 
network 14. Using network 14, rental service 12 may establish one or more web pages 
20 12P. Rental service 12 may permit a user such as user 10 to register membership 12M. 
Upon registration, user 10 becomes member 1 8 and then may browse one or more listings 
16 containing inventory available for sale or rent such as listing 12L containing video 
game inventory available for rent. Each member may also create at least one list such as 
list 12Q of video games that they wish to play, or other electronic entertainment items 
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they wish to receive. List 12Q is a game rental Q, and may be referred to as the "Game 
Q". 

[0012] List 1 2Q is a priority listing of electronic entertainment items desired by 

member 18. List 12Q may contain a preselected number of slots S for entry of electronic 
5 entertainment items with a subset of the slots, top slots 3, used by rental service 12 to 
determine demand for electronic entertainment items. Top slots 3 may be any number of 
slots and in a currently preferred embodiment of the present disclosure top slots 3 may 
include the top four priority entries of each members list 12Q. 

[001 3] Based on analysis of list 12Q, and or top slots 3 for all members such as 

1 0 member 1 8, rental service 12 may be able to prepare appropriate purchase orders such as 
wholesale purchase orders 20 and 20' for games or other electronic entertainment. The 
quantity of electronic entertainment items 22 or 22' such as game 24 or game 28 
respectively, that are purchased by rental service 12 may be determined by software 28 
using the preferences expressed by members such as member 1 8 in their Game Qs. 
1 5 Electronic entertainment items 22 and 22' may be received into a central inventory such 
as inventory 26, and constitute an inflow of electronic entertainment items to rental 
service 12. 

[0014] Members such as member 18, in return for consideration 30 such as a 

monthly subscription fee, may receive at least one electronic entertainment item such as 

20 games 24 or 28 from their list 12Q in action 40. Members may have in their possession a 
pre-selected number of electronic entertainment items 22, typically, members are on a 2- 
game plan, which entitles them to have two rental games from list 12Q in their 
possession. Electronic entertainment items such as game 24 may be transferred via action 
40 to member 1 8 by any suitable means, in a currently preferred embodiment of the 

25 present invention game 24 may be sent to member 1 8 via regular mail including a prepaid 
return envelope. When member 1 8 receives game 24, member 1 8 has the option, at any 
time while they have game 24 in their possession, of keeping game 24 as action 44, for a 
purchase price 32 set by rental service 12. Purchase price 32 may be referred to as the 
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"keep it" price and may be visible on web page 12P. If member 18 does not keep game 
24, member 1 8 simply returns game 24 as action 42 to rental service 12. In a currently 
preferred embodiment of the present invention member 18 may not directly pay shipping 
or postage costs related to electronic entertainment items rented or purchased. Shipping 
5 or postage costs may be included in consideration 30. 

[0015] When member 1 8 returns as action 42 a rented game such as game 24, 

rental service 12 then sends out the next electronic entertainment item available from list 
12Q of member 18. In this way, member 18 continuously has 2 electronic entertainment 
items 22 from rental service 12. When member 18 decides to "keep" a rented game using 
1 0 action 44, this constitutes an outflow of electronic entertainment items 22 from the 

inventory 26. When a member returns a rented game, this does not result in a change in 
inventory 26. 

[0016] Rental service 12 may also list electronic entertainment items 22 available 

for purchase through any suitable means. In a currently preferred embodiment of the 
1 5 present invention electronic entertainment items 22 available for purchase appear on list 
such as list 12S on a web page such as web page 12P. A member may choose to 
purchase an electronic entertainment item using action 46, for the price listed at the web 
site, whether or not the electronic entertainment item is on list 12Q. 

[0017] Non-members such as user 50, not part of the subscription rental service 

20 12, may also browse online game listings such as list 12S and make purchases using 

action 46'. This activity is referred to as "buy it". If a member 1 8 or a non-member such 
as user 50 "buys" a game listed at the web site using actions 46 and 46' respectively, this 
results in an outflow of a game 48 or 48' respectively from inventory 26. 

[0018] All electronic entertainment item sold through members and non-members 

25 are pre-owned games that have already been unsealed from their original packaging and 
in most cases, already rented and used by members. As such, the prices charged for 
electronic entertainment items are almost always expected to be below the retail price 
that new, unsealed electronic entertainment items sell for at mass-market retailing stores. 
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[0019] Inventory 26 may be increased by wholesale purchases such as purchases 

25 and 25'. There is no change to inventory 26 when a member 18 rents and returns a 
game using actions 40 and 42 respectively. The service's central inventory decreases 
when member 18 decides to keep a rented game in their possession using action 44, or 
5 when a member or non-member purchases a game listed by rental service 12 using 
actions 46 and 46' respectively. 

[0020] At the service's web site, members who have games rented will see 

buttons next to those games that say "keep it", and will see the corresponding price they 
must pay, referred to as the "keep-it price." They typically will see these keep-it buttons 
10 and prices on the web page listing their Game Q (see, e.g., Fig. 32), but they may also see 
these on other web pages. Since they are not rental subscribers, non-members will not 
see keep-it buttons and keep-it prices. 

[0021] Both members and non-members visiting the web site will see game 

product description pages. These pages will have buttons for "rent it" and "buy it" and a 
15 corresponding "buy-it" price (See, e.g., Fig. 31). If a member clicks on "rent it", the 
game is added to their Game Q (See Fig. 32). If a non-member clicks on "rent-it," they 
are prompted to become a rental subscriber. Both members and non-members can click 
on "buy it" and purchase any game listed at the web site for the corresponding "buy-it" 
price. The game is then mailed to the purchaser. 

20 [0022] Referring now to Fig. 3 1 , page 36 is a mockup of a game product 

description page, with rent-it button 36R, buy-it button 36B, and corresponding buy-it 
price 36P. Trade it button 36T may also be available. 

-[0023]-- Referring now to Fig. 32, page 34 is a mockup of a Game Q page that a- 
member would see. Page 34 may include list 12Q showing a preselected number of slots 
25 S and at least top slots 3. List 34H includes electronic entertainment items currently in 
possession of member 18, and may also include keep-it buttons 34K and keep-it prices 
34P. 

9 
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[0024] Referring now to Fig. 2, process 60 manages inventory 26 to provide 

electronic entertainment items to members such as member 1 8 and nonmembers such as 
user 50. 

[0025] At step 62, a new electronic entertainment item such as game 24 is listed 

5 by rental service 12 prior to the release of game 24 to the general public. The time of the 
listing is denoted by Ta and is shown in Fig 3. At time Ta, no wholesale purchase orders 
such as wholesale purchase order 20 have been placed for game 24 by rental service 12. 
The time between Ta and the time a game is released to the market, denoted by Tr, may 
vary but is generally 1 to 3 months. 

1 0 [0026] Referring again to Fig. 2, at step 64 members may add game 24 to their 

list 12Q during the time period between Ta and Tr. The earlier they do so, and the higher 
they place the game on their list 12Q, the higher the member's priority to receive the first 
available rental shipments when the game is released. This encourages members too add 
games to their Game Q prior to a game's release. 

1 5 [0027] As members add the game to their list 1 2Q, the level of pre-release rental 

demand is measured on a continual basis. At step 66, pre-release rental demand curve 90 
as shown in Fig. 4 may be generated. An example of pre-release data is shown in Fig. 5. 

[0028] At step 68, pre-release rental demand curve 90 may be compared with 

historical data 29 from past games. Past games with similar characteristics and similar 
20 pre-release rental demand curves are selected as comparables. These comparables are 
analyzed to see how their post-release rental demand evolved, as well as post-release 
keep-it and buy-it sales. An example would be "Madden 2003", a football themed game. 
Madden 2003 may be compared to prior Madden releases e.g. "Madden 2002" and other 
EootbaJland-sports-games among, past, releases- 

25 [0029] At step 70, post-release rental demand curve 92 may be forecast for game 

24. Post-release rental demand curve 92 estimates the number of rental units that 
members will demand at a game's release date, and through time thereafter. As release 



10 



WO 2004/034211 



PCT7US2003/031924 



date Tr approaches and pre-release rental demand 90 updates, post-release rental demand 
curve 92 may be continually updated. An example of post-release data is shown in Fig 6. 

[0030] At step 72, detailed inventory management plan 27 (IMP) may be 

developed for game 24 see also Fig. 7 and Fig. 8. IMP 27 sets the initial purchase order 
5 quantity 52, or "opening buy," and projects a plan for keep-it prices and quantities, and 
buy-it prices and quantities, over time. IMP 27 balances these plan variables to minimize 
the projected rental shortage in the early period after a release, and minimize the 
projected rental surplus in later time periods. The IMP is generally first developed 1-2 
months prior to a game's release date, and is regularly regenerated at step 72' as new data 
10 is collected. 

[003 1] As release date Tr approaches, generally within 1 month, at step 74, IMP 

27 generates an "opening buy" purchase order such as wholesale purchase order 20 using 
post-release rental demand curve 92 and historical data 29. 

[0032] At step 76 IMP generates a plan for keep-it and buy-it prices, over time 

1 5 (P_ki, P_bi_m, P_bi_nm, for all time periods). The plan generally reduces these prices 
over time, as demand for a game subsides. See Fig. 8. 

[0033] At step 78, based on forecast post-release rental demand, the opening buy, 

and the pricing plan for keep-it and buy-it, corresponding quantities of keep-it and buy-it 
unit sales are generated (Q_ki, Q_bi_m, Q_bi_nm, for all time periods). Cumulative unit 
20 sales increase over time, in order to reduce inventory 26 as demand for a game subsides, 
and to minimize the resulting rental surplus 52. See Fig. 9 for an example of projected 
demand and inventory. 

[0034] Rental shortages and rental surpluses are also forecast as part of step 78. 

The primary objective of IMP 27 is to minimize both rental shortage 54 and the rental 
25 surplus 52. In addition, the IMP estimates profit opportunities from potentially strong 
demand for keep-it and buy-it at prices above wholesale purchase cost. If such 
opportunity is forecast, the IMP may call for an opening buy larger than rental demand, 
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creating a rental surplus immediately upon a game's release. Conversely, the IMP may 
forecast extremely weak demand for keep-it and buy-it, and may generate a relatively low 
opening buy, resulting in relatively higher rental shortages immediately upon a game's 
release. 

5 [0035] After a game is released at time Tr, parameters such as rental and purchase 

demand are tracked ("actuals") and compared to IMP forecast parameters ("forecasts") on 
a continual basis. Actuals can vary quite significantly from forecasts, and these variances 
are continually measured. As variances develop, IMP 27 may be regenerated as shown in 
loop 80 of Fig. 2. 

10 [0036] At step 82, actual rental demand is measured, and future rental demand is 

re-forecast. 

[0037] At step 84, actual keep-it and buy-it demand is measured, and future keep- 

it and buy-it demand is re-forecast, using existing IMP planned pricing trajectories. 

[0038] At step 86, the central inventory, rental shortage and/or rental surplus are 

15 measured and re-forecast. 

[0039] At step 88, keep-it and buy-it prices are adjusted, and new purchase orders 

can be generated. 

[0040] Prices may adjust upward if inventory is too small relative to actual and 

projected rental demand, keep-it demand and buy-it demand. In addition, new purchase 
20 orders may be placed if projected shortages are large enough, and/or if the IMP projects, 
based on strong demand, incremental profit opportunities from additional purchases. 

[0041] Prices adjust downward if central inventory is too large relative to actual 

and projected rental demand (rental surplus), keep-it demand and buy-it demand. 

[0042] The magnitude of price adjustments is guided by the magnitude of the 

25 variances, the time period in the game's life cycle and comparisons from the historical 



12 



WO 2004/034211 



PCT7US2003/031924 



database. The IMP can also be adjusted based on exogenous data, such as national sales 
and pricing data collected from 3rd party sources. 

[0043] At step 89, the games actual IMP parameters ("actuals") are added to 

historical database 29, and add to the statistical foundation for analyzing and developing 
5 IMPs for future releases of new games. Specifically, historical database 29, as it accrues 
data from new game releases, is refined to provide data for process 60 on future 
electronic entertainment item releases. In this way, the system creates an adaptive, self- 
learning feedback loop. 

[0044] Video Game Rental Service Overview 

10 [0045] Potential video-game renters visit a web site, and register to become a 

member of an online video game rental subscription service. Upon registration, the new 
member browses the online listing of video game inventory available for rent, and creates 
a list of video games that they wish to play. This list of games is a game rental Q, referred 
to as the "Game Q" (Fig. 31). 

15 [0046] Based on analysis of the Game Q for all members, the service is able to 

write appropriate wholesale purchase orders for games. The quantities of individual 
games purchased are determined by the preferences expressed by members in their Game 
Qs. Purchase orders are received into a central inventory, and constitute an inflow of 
games to the service. 

20 [0047] Members, in return for paying a monthly subscription fee, are mailed 

games from their Game Q. Typically, members are on a 2-game plan, and this entitles 
them to have two rental games from their Game Q in their possession. Members are 
entitled to have their games out for any length of time-there are no due dates or late fees. 
When members receive a game in the mail, they have the option, at any time while they 

25 have the game in their possession, of keeping the game, for a purchase price set by the 
service. The "keep it" price is visible at the web site. If a member does not keep the 
game, they simply mail it back to the service when they are finished playing it, in the 
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same envelope in which the game arrived. The member typically pays no shipping or 
postage costs on the games rented. The monthly subscription fee covers these costs. 
When a member returns a rented game, the service then sends out the next game available 
from the member's Game Q. In this way, the subscriber continuously has 2 games out 
5 from the service. When a member decides to "keep" a rented game, this constitutes an 
outflow of a game from the service's central inventory. When a member returns a rented 
game, this does not result in a change in the service's central inventory. 

[0048] The web site also lists games for purchase. A member can choose to 

purchase a game, for the price listed at the web site, whether or not the game is on their 
10 Game Q. Non-members, not part of the subscription rental service, can also browse the 
online game listings and make purchases. This activity is referred to as "buy it." If a 
member or a non- member "buys" a game listed at the web site, this results in an outflow 
of a game from the service's central inventory. 

[0049] The service's central inventory is increased by wholesale purchases. After 

15 a game is purchased wholesale, several things can occur. First, the game can be "on the- 
shelf ' waiting to be rented by a member, or bought by members or non-members. 
Second, the game can be "rented out", and in a member's possession. Third, while 
rented-out to a member, it can be purchased by the member through "keep it". Fourth, 
the game can be returned by a member when they are finishing renting it, and added back 
20 to the "shelf." Fifth, a game can be purchased through "buy it." Every unit purchased 
wholesale by the service is tracked and is classified as "on-the-shelf ', "rented-out", 
purchased through "keep it," or purchased through "buy it." There is no change to the 
service's central inventory when a member rents ("rent it"), then returns a game. The 
-service's, centralinventory decreases_when a member decides to keep a rented game in- 
25 their possession ("keep it"), or when a member or non-member purchases a game listed at 
the service's web site ("buy it"). 

[0050] All games sold through "keep it" and "buy it" are pre-owned games that 

have already been unsealed from their original packaging and in most cases, already 
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rented and used by members. As such, the prices charged for games are almost always 
expected to be below the retail price that new, unsealed games sell for at mass-market 
retailing stores. 

[0051] At the service's web site, members who have games rented will see 

5 buttons next to those games that say "keep it", and will see the corresponding price they 
must pay, referred to as the "keep it price." They typically will see these "keep it" 
buttons and prices on the web page listing their Game Q, but they may also see these on 
other web pages. Since they are not rental subscribers, non-members will not see "keep 
it" buttons and "keep it" prices. 

1 0 [0052] Both members and non-members visiting the web site will see game 

"product basic" description pages. These pages will have buttons for "rent it" and "buy 
it," with a "buy it" price. If a member clicks on "rent it", the game is added to their Game 
Q. If a non-member clicks on "rent it," they are prompted to become a rental subscriber. 
Both members and non-members can click on "buy it" and purchase any game listed at 

1 5 the web site for the "buy it" price. The game is then mailed to the purchaser. The 
service's software is designed to allow members and non-members to be charged 
different prices. For example, a member might be charged a lower price than a non- 
member in order to provide additional incentives for non-members to become members 
of the service. 

20 [0053] Fig. 32 shows the Game Q page that a member will see, with keep it 

buttons and keep it prices. Fig. 3 1 shows a game "product basic" description page, with a 
rent-it button, buy-it button, and corresponding buy-it price. 

[0054] —Overview of Video Game -Rental-Demand-Patterns - 

[0055] Video game publishers release new video games to the public throughout 

25 the year. When a new game is first released it is in high demand-consumers both buy 
and rent the game in large quantities. As time passes, demand for a game falls, often 
quite steeply, as interested consumers finish buying and renting the game, and as new 
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game releases displace demand for old games. This pattern of demand presents 
challenges for video game rental services. It is not possible to place wholesale purchases 
for enough games to satisfy initial rental demand, creating a significant shortage of games 
for rent (See "rental shortage" on Fig. 13). If a game rental service purchases enough 
5 units of a new game to satisfy initial rental demand, the service is left with too many units 
as demand falls, creating a "rental surplus." To minimize the rental surplus, game rental 
services buy a small number of units (the "opening buy") relative to initial rental demand. 
In this way, as demand falls, the service is left with only a small rental surplus (Fig. 13). 
The result is, the game rental service typically has no games on the shelf for a long period 
10 of time, and many customers who wish to rent games are not able to do so. Later in time, 
when rental demand begins to fall, and daily demand is low enough, some of the games 
purchased wholesale begin to sit on the shelf-but this rental surplus is small due to the 
low opening buy. 

[0056] Two factors determine how much rental demand can be satisfied: first, the 

1 5 size of the opening-buy and second, the number of days the rental unit is in the 

customer's hands. For example, some store-based game rental services offer 7-day rental 
periods. For every 100 units of a game title purchased wholesale, such a service on 
average can accommodate just over 14 rentals per day (100 units divided by 7 days), or 
100 rentals per week. In Fig. 13, the new game has opening demand in its first week of 
20 1,000 units. The rental service only purchased wholesale 100 units, and offers 7 day 
rentals. The service therefore has capacity to handle, on average, only 100 rentals per 
week, and has a significant rental shortage for quite some period of time. The shortage 
and surplus represented in Fig. 13 assume that unmet demand during the rental shortage 
period is not shifted-it is lost forever. If unmet demand was shifted, this means 
25 customers wait and keep revisiting the store, and their demand is redistributed and 

flattened (Fig. 14). To the extent demand shifting occurs, this serves to forestall the onset 
of a rental surplus. 

[0057] System to Manage Peak Video Game Rental Demand 
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[0058] Fig. 15 lists notations and definitions of variables critical to the delivery of 

the service. They are: 

[0059] Rental Demand 

[0060] - Quantity of rental units demanded by members (Q_r) 

5 [0061] - Price to members of a rental subscription (P_r) 

[0062] Keep-it 

[0063] - Quantity of rental units purchased by members through "keep it" (Q_ki) 

[0064] - Prices charged for "keep it" purchases (P_ki) 

[0065] Buy-it 

1 0 [0066] - Quantity of units purchased through "buy it", for both members 

(Q_bi_m) and non-members (Qbinm) 

[0067] - Prices charged for "buy it" purchases. Prices may vary for members 

(P_bi_m) and non-members (P_bi_nm) 

[0068] Fig. 16 provides a visual overview of how the system manages video 

15 game peak rental demand. The system allows the service to purchase an opening buy 
quantity of a new game, when it is released, that provides rental capacity at or near the 
level of opening rental demand. This serves to minimize the rental shortage. 

[0069] As rental demand falls over time, the system increases cumulative sales of 

game units through the-'keep it" and "buy it" functionalityHtn-this way, the central 
20 inventory is continuously reduced after a game's release, to balance it with falling rental 
demand. This serves to minimize the rental surplus. 

[0070] The system uses pricing as its primary lever to adjust "keep it" and "buy 

it" sales. As time passes, and rental demand falls, "keep it" and "buy it" prices typically 
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are reduced to increase the attractiveness of sales, and continue the process of reducing 
the central inventory. 

[0071] Detailed System Description 

[0072] The system is designed around each individual video game released into 

5 the market. Below is a step-by-step description of how the system manages a new video 
game release throughout a game's entire life cycle. 

[0073] Step 1 

[0074] A new game is listed at the service's web site prior to its release to the 

market. 

1 0 The time of the listing is denoted by T (a). At this point in time, no wholesale purchase 
orders have been placed for the game by the service. The amount of time between T (a) 
and the time a game is released to the market, denoted by T (r ), varies but is generally 1 
to 3 months (see Fig. 17). 
[0075] Step 2 

1 5 [0076] During the time period between T (a) and T (r ), members can add the 

game to their Game Q. The earlier they do so, and the higher they place the game on 
their Game Q, the higher the member's priority to receive the first available rental 
shipments when the game is released. This encourages members to add games to their 
Game Q prior to a game's release. As members add the game to their Game Q, the level 

20 of pre-release rental demand is measured on a continual basis. This derives the pre- 
release rental demand curve (Fig. 17). 

10077] -Step? 

[0078] The pre-release rental demand curve is compared statistically with 

historical data on past games. Past games with similar characteristics and similar pre- 
25 release rental demand curves are selected as comparables. These comparables are 
analyzed to see how their post-release rental demand evolved, as well as post-release 
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"keep-it" and "buy-it" sales. An example would be "Madden 2003", a football themed 
game. Madden 2003 is compared to prior Madden releases (e.g. "Madden 2002") and 
other football and sports games among past releases. 

[0079] Step 4 

5 [0080] A post-release rental demand curve is forecast for the game. This curve 

estimates the number of rental units that members will demand at a game's release date, 
and through time thereafter (Fig. 17). 

[008 1] The forecasting process looks at two main data inputs. First, the number 

of members who have the game within the top 4 slots on their Game Q (this input can be 

10 adjusted, e.g. to top 3, to top 6, etc.) prior to a game's release. Second, how this level of 
"top 4 slot demand" translates to, or spreads to, a weekly demand-pattern. Because a 
member must return a game in order to have the next game on their Q mailed, and 
because most members will have a 2-game plan, only a portion of the top 4 slot demand 
will translate into actual demand for the new game in a given week. For example, the 

15 week a new game is released, 100 members might have a game listed within the top 4 
sots on their Game Q, but a "spread factor" might be forecast at 42%. In this case, the 
first week a game is released would see rental demand of 42 units ("top 4 slot demand" 
multiplied by the "spread factor"). 

[0082] The forecasting process looks at historical data on prior game releases 

20 (step 3) to estimate how a new game's prerelease "top 4 slot demand" will translate to 
post-release "top 4 slot demand", and a post-release "spread factor." As the release date 
approaches, this forecast is continually updated, as prerelease rental demand data updates. 

[0083] Step 5 

[0084] A detailed inventory management plan (IMP) is developed for the game. 

25 The IMP sets the initial purchase order quantity, or "opening buy," and projects the 

expected length of rental (using historical analysis-step 3). The IMP projects a plan for 
"keep it" prices and quantities, and "buy it" prices and quantities, over time. The IMP 
19 
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balances these plan variables to minimize the projected rental shortage in the early period 
after a release, and minimize the projected rental surplus in later time periods. The IMP 
is generally first developed 1-2 months prior to a game's release date, and is regularly 
regenerated, as new data is collected. 

5 [0085] Step 5.1 - As the release date approaches, generally within 1 month, the 

IMP, using the forecast post-release rental demand curve (step 4) and the historical 
comparables data analysis (step 3), generates an "opening buy" purchase order, projects 
length of rental, and calculates rental capacity (Fig. 18). 

[0086] Step 5.2 - The IMP generates a plan for "keep it" and "buy it" prices, over 

1 0 time (P_ki, P_bi_m, P_bi_nm, for all time periods). The plan generally reduces these 
prices over time, as demand for a game subsides. 

[0087] Step 5.3 - Based on forecast post-release rental demand, the opening buy, 

length of rental, and the pricing plan for "keep it" and "buy it", corresponding quantities 
of "keep it" and "buy it" unit sales are forecast (Q_ki, Q_bi_m, Q_bi_nm, for all time 
15 periods). Cumulative unit sales increase over time, in order to reduce central inventory as 
demand for a game subsides, and to minimize the resulting rental surplus (Fig. 1 8). 

[0088] Step 5.4 -Rental shortages and rental surpluses are forecast, based on all 

the IMP generated parameters. The primary objective of the IMP is to minimize both the 
rental shortage and the rental surplus. In addition, the IMP estimates profit opportunities 

20 from potentially strong demand for "keep it" and "buy it" at prices above wholesale 

purchase cost. If such opportunity is forecast, the IMP may call for an opening buy larger 
than rental demand, creating a rental surplus immediately upon a game's release. 
Gonversely, theTMP-may-forecast extremely weak demand- for-'-'keep it" and "buy itVand- 
may generate a relatively low opening buy, resulting in relatively higher rental shortages 

25 immediately upon a game's release. 

[0089] Step 6 
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[0090] After a game is released, parameters are tracked ("actuals") and compared 

to IMP forecast parameters ("forecasts") on a continual basis. Actuals can vary quite 
significantly from forecasts, and these variances are continually measured. As variances 
develop, the IMP regenerates: 

5 [009 1 ] Step 6.1- Actual rental demand is measured, and future rental demand is 

re-forecast. 

[0092] Step 6.2 - Actual "keep it" and "buy it" demand is measured, and future 

"keep it" and "buy it" demand is re-forecast, using existing IMP planned pricing 
trajectories. 

10 [0093] Step 6.3 - The central inventory, rental shortage and/or rental surplus are 

measured and re-forecast. 

[0094] Step 6.4 - IMP "keep it" and "buy it" prices are adjusted, and new 

purchase orders can be generated: 

[0095] - Prices adjust upward if central inventory is too small relative to actual 

15 and projected rental demand (rental shortage), "keep it" demand and "buy it" demand. In 
addition, new purchase orders may be placed if projected shortages are large enough, 
and/or if the IMP projects, based on strong demand, incremental profit opportunities from 
additional purchases. 

[0096] - Prices adjust downward if central inventory is too large relative to actual 

20 and projected rental demand (rental surplus), "keep it" demand and "buy it" demand. 

[0097] - The magnitude of price adjustments is guided by the magnitude of the 

"variances7the"time~perrod"M game's life cycle and complmsoWfrom the historical" 
database. The IMP can also be adjusted based on exogenous data, such as national sales 
and pricing data collected from 3rd party sources. 
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[0099] The games actual IMP parameters ("actuals") are added to the historical 

database, and add to the statistical foundation for analyzing and developing IMPs for 
future releases of new games. Specifically, the historical database, as it accrues data 
from new game releases, is refined to provide data for steps 3, 4, 5 and 6 on future 
5 releases. In this way, the system creates an adaptive, self-learning feedback loop. 

[001 00] Detailed System Example 

[001 01] The system is designed around each individual video game released into 
the market. Below is a step-by-step description of how the system manages a new video 
game release throughout a game's entire life cycle. 

10 [00102] Step 1 (detailed example) 

[00103] A new game is listed at the service's web site prior to its release to the 
market. The time of the listing is denoted by T (a). In Fig. 5, T (a) is week (-8). This 
means the new game is listed at the web site 8 weeks before it will be released. At this 
point in time, no wholesale purchase orders have been placed for the game by the service. 

15 [00 1 04] Step 2 (detailed example) 

[001 05] During the time period between week T (a) and T (r), members can add 
the game to their Game Q. The earlier they do so, and the higher they place the game on 
their Game Q, the higher the member's priority to receive the first available rental 
shipments when the game is released. This encourages members to add games to their 
20 Game Q prior to a game's release. As members add the game to their Game Q, the level 
of pre-release rental demand is measured on a continual basis. This derives the pre- 
TSleMeT^fiM^emand"curve7 

[00106] In Fig. 5, pre-release demand builds from week (-8) through to the week 
before release, or week (-1). Q demand is measured by looking at the top 4 slots. In Fig. 
25 5, by week (-1) 305 members have placed the new game on their Q within the top 4 slots, 
indicating they are quite interested in receiving the game when it is released. The "spread 
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factor" is estimated from historical averages, in this case projected to be 42%. Based on 
"top 4 slot demand" of 305 and a "spread factor" of 42%, rental demand in the first week 
of the game's release is projected to be 128 units (305 x 42%). This figure is within the 
column labeled "demand (no shifting)." Demand changes week to week as members add 
5 the new game to their Q, and the game works its way up their Q, and as some members 
choose to delete the game from their Q. 

[00107] Step 3 (detailed example) 

[00108] The pre-release rental demand curve is compared statistically with 
historical data on past games. Past games with similar characteristics and similar pre- 
1 0 release rental demand curves are selected as comparables. These comparables are 
analyzed to see how their post-release rental demand evolved, as well as post-release 
"keep it" and "buy it" sales. An example would be "Madden 2003", a football themed 
game. Madden 2003 is compared to prior Madden releases (e.g. "Madden 2002") and 
other football and sports games among past releases. 

15 [00109] The historical database allows any particular game from the past, or group 
of games, to be analyzed. Some examples of groupings that can be chosen: 

[00110] - All Playstation 2 games 

[00111] - All Sports Games 

[00112] - All Football themed games 

20 [001 13] - All past releases of "Madden" 

[00114] - All Playstation 2 games released in M ovember 

[00115] The chosen comparables are analyzed using regression analysis to 
ascertain the statistical correlation between their pre-release demand pattern and 
subsequent post-release actual demand patterns. These correlations are used in step 4 
25 below. 
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[00116] Step 4 (detailed example) 

[00117] A post-release rental demand curve is forecast for the game. This curve 
estimates the number of rental units that members will demand at a game's release date, 
and through time thereafter (Fig. 17). 

5 [001 1 8] The forecasting process looks at two main data inputs. First, the number 
of members who have the game within the top 4 slots on their Game Q (this input can be 
adjusted, e.g. to top 3, to top 6, etc.) prior to a game's release. Second, how this level of 
"top 4 slot demand" translates to, or spreads to, a weekly demand-pattern. Because a 
member must return a game in order to have the next game on their Q mailed, and 

10 because most members will have a 2-game plan, on a portion of the top 4 slot demand 
will translate into actual demand for the new game in a given week. For example, the 
week a new game is released, 100 members might have a game listed within the top 4 
sots on their Game Q, but a "spread factor" might be forecast at 42%. In this case, the 
first week a game is released would see rental demand of 42 units ("top 4 slot demand" 

1 5 multiplied by the "spread factor"). 

[001 19] The forecasting process looks at historical data on prior game releases 
(step 3) to estimate how a new game's pre-release "top 4 slot demand" will translate to 
post-release "top 4 slot demand", and a post-release "spread factor." As the release date 
approaches, this forecast is continually updated, as pre-release rental demand data 
20 updates. 

[00120] In Fig. 6, based on the comparables analysis, a post-release rental demand 
curve is projected. This is the column titled "demand (no shifting)" from weeks 1 
through-27^^he-first-week,-week-(T)7t^es-me-projection of 128 units rental demand- 
(see step 2 above), and assumes inventory will be available to ship all 128 members a 
25 copy of the game. "Top 4 slot demand" in week (1) is then projected as follows: 

[00121] Top 4 slot demand week (-1) minus Demand week (1) plus Additions 
week (1) minus Deletions week (1) 
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[00122] Which equals: 
[00123] 305-128+44-6 = 215 

[00124] This new "top 4 slot demand" in the Q is then applied against the spread 
factor of 40%, to arrive at week (2) rental demand of 86 units (21 5 x 40% = 86). This 
5 process repeats itself for each week through week (27). 

[00125] At this point in the process, the column "demand (with shifting)" is equal 
to the column "demand (no shifting)". It is assumed, at this point in the IMP process that 
there will be sufficient inventory to ship every unit of rental demand. 

[00126] Step 5 (detailed example) 

1 0 [001 27] A detailed inventory management plan (IMP) is developed for the game. 
The IMP sets the initial purchase order quantity., or "opening buy," and projects the 
expected length of rental (using historical analysis-step 3). The IMP projects a plan for 
"keep it" prices and quantities, and "buy it" prices and quantities, over time. The IMP 
balances these plan variables to minimize the projected rental shortage in the early period 

1 5 after a release, and minimize the projected rental surplus in later time periods. The IMP 
is generally first developed 1-2 months prior to a game's release date, and is regularly 
regenerated, as new data is collected. 

[00128] Step 5.1 - As the release date approaches, generally within 1 month, the 
IMP, using the forecast post-release rental demand curve (step 4) and the historical 

20 comparables data analysis (step 3), generates an "opening buy" purchase order, projects 
length of rental, and calculates rental capacity. In Fig. 7, with the IMP chooses an 
"'opemhgT5uy of T28 units,Torecasts a rental length of 7 days, and determines an average " 
weekly rental capacity of 128 units. The IMP model can handle a statistical distribution 
of rental lengths, but in this example, 100% of rentals are forecast at 1-week (7 days) 

25 duration. In Fig. 7, the IMP calculates the "fill rate" for each week, and in this example, 
the fill rate is 100% for each week from week (1) through week (27). This means that 
100% of member rental demand is met, for each week post-release. 

25 



WO 2004/034211 



PCT7US2003/031924 



[00129] At this point, no "keep it" or "buy it" sales are assumed. In Fig. 7, the 
rental shortage and surplus are forecast, and the number of game units that will sit on the 
service's "shelf at the end of each week, is forecast. In Fig. 7, in week (2), this game 
will be in a rental surplus and 42 units will be on the "shelf." 

5 [00130] Step 5.2 - The IMP generates a plan for "keep it" and "buy it" prices, over 
time (P_ki, P_bi_m, P_bi_nm for all time periods). The plan generally reduces these 
prices over time, as demand for a game subsides. 

[00131] In Fig. 8, the IMP forecasts "keep it" prices (P_ki) to be $50.00 in week 1, 
falling to $44.95 in weeks (2) through (3), an prices are slowly decreased over weeks (4) 
10 through (27). 

[001 32] The IMP forecasts "buy it" prices (P_bi_m and P_bi_nm) to start at $50.00 
in week 1 and slowly trend down through week (27). In general, the "buy it" price is at 
least $2.00 above the "keep it" price available to members. 

[00133] In addition, the system has the ability to allow members to receive a "buy 
15 it" price lower than that generally available to non-members. In this example, however, 
the only 1 "buy it" price is displayed, and members are not receiving this discount. 

[00 1 34] Step 5.3- Based on forecast post-release rental demand, the opening buy, 
length of rental, and the pricing plan for "keep it" and "buy it", corresponding quantities 
of "keep it" and "buy it" unit sales are forecast (Q_ki, Q_bi_m, Q_bi_nm, for all time 
20 periods). Cumulative unit sales increase over time, in order to reduce central inventory as 
demand for a game subsides, and to minimize the resulting rental surplus. 

[00135] "In FigT8~ the purchase "rate" for "keep it" arid "buy it" is forecast based on" 
the prices in the IMP, and historical regression analysis of "keep it" and "buy it" sales 
(step 3 analysis). 

25 [00 1 3 6] The "keep it" rate is the percentage of rental units out to members that will 
be purchased through "keep it" at the forecast price in a given time period. For example, 
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in week 5 in Fig. 8 the IMP forecasts the "keep it" rate, given a price of $42.95, to be 
10%. Based on the number of rental units projected to ship in week 5, this translates to 5 
units purchased in week (5) by members through "keep it." 

[00137] The "buy it" rate is the percentage of rental units on the "shelf that will be 
5 purchased by members and non-members through "buy it" at the forecast price in a given 
time period. For example, in week 5 in Fig. 8 the IMP forecasts the "buy it" rate, given a 
price of $44.95, to be 8%. Based on the number of rental units on the shelf in week 5, 
this translates to 4 units purchased in week 5 through "buy it." The system does not list 
units with a "buy it" button on the web site if there are no rental units on the "shelf." In 
10 week 1, despite a "buy it" rate forecast of 4%, the "stock adjusted" rate is 0%, since no 
units are forecast to be on the shelf. 

[00138] By week (27), the IMP plan forecasts 69 units of the original opening buy 
of 128 units will be sold to members through "keep it". By week (27), the IMP plan 
forecasts 57 units will be sold to members and non-members through "buy it." 

15 [00139] Step 5.4 -Rental shortages and rental surpluses are forecast, based on all 
the IMP generated parameters. The primary objective of the IMP is to minimize both the 
rental shortage and the rental surplus. In addition, the IMP estimates profit opportunities 
from potentially strong demand for "keep it" and "buy it" at prices above wholesale 
purchase cost. If such opportunity is forecast, the IMP may call for an opening buy larger 

20 than rental demand, creating a rental surplus immediately upon a game's release. 

Conversely, the IMP may forecast extremely weak demand for "keep it" and "buy it", and 
may generate a relatively low opening buy, resulting in relatively higher rental shortages 
immediately upon a game's release. 

[00140] In the detailed example, Fig. 9 shows that screen 2A is regenerated, based 
25 on the "keep it" and "buy it" plans, as screen 2B. This screen reflects that some rental 
units are not returned, and some units on the shelf are sold off. By week (27) The IMP 
forecasts that, with projected "keep it" and "buy it" sales, there will be no rental surplus. 
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[00141] Fig. 10 shows the IMP's forecast inventory reconciliation (screen 4). In 
screen 4, the opening buy of 128 units is reconciled for each week through week (27). 
For example, by week 10, 17 units are out to rental members, 34 units are "on the shelf," 
45 units have been sold to members through "keep it," and 3 1 units have been sold 
5 through "buy it." This accounts for all 128 units of the opening buy (note, figures in these 
examples are subject to rounding error). 

[00 1 42] Step 6 (detailed example) 

[00143] After a game is released, parameters are tracked ("actuals") and compared 
to IMP forecast parameters ("forecasts") on a continual basis. Actuals can vary quite 
1 0 significantly from forecasts, and these variances are continually measured. As variances 
develop, the IMP regenerates: 

[00144] Step 6.1 - Actual rental demand is measured, and future rental demand is 
re-forecast. 

[00145] Step 6.2 - Actual "keep it" and "buy it" demand is measured, and future 
15 "keep it" and "buy it" demand is re-forecast, using existing IMP planned pricing 
trajectories. 

[00146] Step 6.3 - The central inventory, rental shortage and/or rental surplus are 
measured and re-forecast. 

[00147] Step 6.4 - IMP "keep it" and "buy it" prices are adjusted, and new 

20 purchase orders can be generated: 

.[00148] _._ □ Prices adjust upwardifcentral inventory is too small relative to .actual. 

and projected rental demand (rental shortage), "keep it" demand and "buy it" demand. In 
addition, new purchase orders may be placed if projected shortages are large enough, 
and/or if the IMP projects, based on strong demand, incremental profit opportunities from 
25 additional purchases. 
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[00149] □ Prices adjust downward if central inventory is too large relative to 

actual and projected rental demand (rental surplus), "keep it" demand and "buy it" 
demand. 

[00150] □ The magnitude of price adjustments is guided by the magnitude of the 
5 variances, the time period in the game's life cycle and comparisons from the historical 
database. The IMP can also be adjusted based on exogenous data, such as national sales 
and pricing data collected from 3rd party sources. 

[00151] Step 7 (detailed example) 

[00152] The games actual IMP parameters ("actuals") are added to the historical 
10 database, and add to the statistical foundation for analyzing and developing IMPs for 
future releases of new games. Specifically, the historical database, as it accrues data 
from new game releases, is refined to provide data for steps 3, 4, 5 and 6 on future 
releases. In this way, the system creates an adaptive, self-learning feedback loop. 

[00 1 53] Having now described the invention in accordance with the requirements 
15 of the patent statutes, those skilled in this art will understand how to make changes and 
modifications in the present invention to meet their specific requirements or conditions. 
Such changes and modifications may be made without departing from the scope and 
spirit of the invention as set forth in the following claims. 
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WHAT WE CLAIM: 

1 . A method for managing inventory level of electronic media rental units, 
5 said method comprising the steps of: 

listing for future rental of an electronic media prior to the general public release 
date of said electronic media; 

receiving placement of orders for future rental of said electronic media; 
determining pre-release rental demand for said electronic media; and 
1 0 detennining a post-release rental demand for rental units of said electronic media. 

2. The method of claim 1, further comprising the step of determining a 
correlation relationship between the pre-release rental demand of said electronic media 
and a pre-release rental demand of a previously released electronic media. 

15 

3. The method of claim 1, further comprising the step of determining a post- 
release sales demand for rental units of said electronic media. 

T. "The methocTof "claim 1 ~ wherein said electrbnic~media is listed over the" 
20 Internet, and wherein said placement of orders is received over the Internet. 
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5. The method of claim 1, further comprising the step of determining a life 
cycle of said electronic media. 

6. The method of claim 1, further comprising the step of listing for sale said 
5 electronic media. 

7. The method of claim 1, further comprising the step of determining a 
spread factor of the post-release rental demand for said electronic media. 

10 8. The method of claim 1, further comprising the step of determining the 

quantity of an initial purchase order of said electronic media rental units. 

9. The method of claim 1, further comprising the step of determining a future 
sales quantity of said electronic media rental units. 

15 

10. The method of claim 1, further comprising the step of determining a future 
sales price of said electronic media rental units. 

11. The method of claim 10, further comprising the step of periodically 
20 adjusting said sales price of said electronic media rental units. 



12. The method of claim 11, wherein the monetary amount of each periodic 
price adjustment is the same. 
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13. The method of claim 1, further comprising the steps of determining rental 
surplus or shortage of said electronic media rental units. 

14. The method of claim 1, further comprising the step of tracking an actual 
5 rental demand of said electronic media rental units after the electronic media is released 

to the general public. 

15. The method of claim 3, further comprising the step of tracking an actual 
sales demand of said electronic media rental units after the electronic media is released to 

1 0 the general public . 

16. The method of claim 1, further comprising the step of determining the 
quantity of a subsequent purchase order of said electronic media rental units. 

15 17. The method of claim 1 , further comprising the step of determining updated 

future rental demand of said electronic media rental units. 

18. A method of managing distribution of electronic media units to a plurality 
of registered members of a user group, said method comprising the steps of: 
20 listing for future rental an electronic media prior to a release date of said 

electronic media; 

receiving from one of said plurality of registered members a placement of order 
for future rental of said electronic media, said one registered member placing said order 
32 
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in an ordering queue, said ordering queue including an array of order selection slots for 
designating different electronic media to be ordered for rental by said one registered 
member; and 

distributing to said one registered member a unit of said electronic media upon or 
5 after the release date. 

1 9. The method of claim 1 8, further comprising the step of assigning a priority 
status to said placement of order, said priority status being assigned in accordance with a 
timing at which the placement of order was received 

10 

20. The method of claim 18, wherein said unit of said electronic media is 
distributed to said one registered member via the Internet. 

21. The method of claim 18, further comprising the step of offering to said 
15 one registered member the option to purchase the distributed unit of said electronic media 

unit. 

22. The method of claim 18, further comprising the step of offering for future 
sale units of the listed electronic media. 

20 23. The method of claim 22, further comprising the step of offering to the 

registered members discounts off of a purchase price. 



24. The method of claim 1 8, further comprising the steps of: 
33 
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determining pre-release rental demand for said electronic media; 

calculating correlation characteristics between the pre-release rental demand of 
said electronic media with a pre-release rental demand of a previously released electronic 
media; and 

5 determining a post-release rental demand for units of said electronic media. 

25. The method of claim 24, further comprising the step of determining a 
post-release sales demand for units of said electronic media. 

10 26. The method of claim 24, further comprising the step of tracking actual 

rental demand of the electronic media after its release date. 

27. The method of claim 26, further comprising the step of determining an 
updated future rental demand of said electronic media units. 

15 

28. The method of claim 24, further comprising the step of determining a 
quantity of an initial purchase order of said electronic media units. 

29. The method of claim 24, further comprising the step of determining a 
20 future rental surplus or shortage of said electronic media units. 
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30. A machine-readable medium including a set of executable instructions for 
causing a processor to perform a method of managing inventory level of electronic media 
rental units, said method comprising the steps of: 

listing for future rental of an electronic media prior to the general public release 
5 date of said electronic media; 

receiving placement of orders for future rental of said electronic media; 

determining pre-release rental demand for said electronic media; and 

determining a post-release rental demand for rental units of said electronic media. 

10 31. A machine-readable medium including a set of executable instructions for 

causing a processor to perform a method of managing distribution of electronic media 
units to a plurality of registered members of a user group, said method comprising the 
steps of: 

listing for future rental an electronic media prior to a release date of said 
15 electronic media; 

receiving from one of said plurality of registered members a placement of order 
for future rental of said electronic media, said one registered member placing said order 
in an ordering queue, said ordering queue including an array of order selection slots for 
designating different electronic media to be ordered for rental by said one registered _ 
20 member; and 

distributing to said one registered member a unit of said electronic media upon or 
after the release date. 



35 



WO 2004/034211 



1/56 



PCT/US2003/031924 




WO 2004/034211 



2/56 



PCT7US2003/031924 




WO 2004/034211 



3/56 



PCT/US2003/031924 




WO 2004/034211 



4/56 



PCT/US2003/031924 



3 



2 g 




J8 

CD 
CD 



/ 




WO 2004/034211 



5/56 



PCT/US2003/031924 



Q Activity -Top 4 Q Slots 



leek 


Additions 


Deletions 


Top 4 slots Top 4 slots 


Factor 








(no shifting] 


(w/shifting) 




-8 


30 


0 


30 


30 


42% 


-7 


40 


7 


63 


63 


42% 


-6 


50 


12 


101 


101 


42% 


-5 


60 


10 


151 


151 


42% 


-4 


45 


7 


189 


189 


42% 


-3 


43 


8 


224 


224 


42% 


-2 


40 


6 


258 


258 


42% 


-1 


54 


7 


305 


305 


42% 


0 


(Release) 











(no shifting) ( w/shifting) 
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fk 6 



Q Activity - Top 4 Q Slots 

Total Total 
Week Additions Deletions Top 4 slots Top 4 slots 
(no shifting) (w/shifting) 



-8 


30 


0 


30 


30 


-7 


40 


7 


63 


63 


-6 


50 


12 


101 


101 


-5 


60 


10 


151 


151 


-4 


45 


7 


189 


189 


-3 


43 


8 


224 


224 


-2 


40 


6 


258 


258 


-1 


54 


7 


305 


305 


0 


(Release) 










44 




215 




2 


40 


5 


164 


164 


3 


36 


3 


130 


130 


4 


38 


4 


113 


113 


5 


34 


3 


99 


99 


6 


22 


2 


81 


81 


7 


18 


3 


64 


64 


8 


16 


2 


52 


52 


9 


14 


2 


43 


43 


10 


12 


1 


37 


37 


11 


10 


0 


32 


32 


12 


9 


0 


28 


28 


13 


10 


2 


25 


25 


14 


8 


1 


22 


22 


15 


8 


0 


21 


21 


16 


6 


2 


17 


17 


17 


4 


1 


13 


13 


18 


. _5-. 


0 


. 13 


13 


19 


4 


0 


12 


12 


20 


3 


1 


9 


9 


22 


2 


0 


7 


7 


23 


1 


0 


5 


5 


24 


2 


0 


5 


5 


25 


2 


0 


5 


5 


26 


3 


0 


6 


6 


27 


2 


0 


6 


6 


CUME 


715 


95 








Net Q Adds 


620 







Spread 

Factor Demand Demand 

(no shifting) (w/shifting) 



42% 13 13 

42% 26 26 

42% 42 42 

42% 63 63 

42% 79 79 

42% 94 94 

42% 108 108 

42% 128 128 

42% 128 128 

40% 86 86 

41% 67 67 

39% 51 51 

40% 45 45 

38% 38 38 

40% 33 33 

40% 26 26 

40% 21 21 

40% 17 17 

40% 15 15 

40% 13 13 

40% 11 11 

40% 10 10 

40% 9 9 

40% 8 8 

40% 7 7 

40% 5 5 

40% 5 ~5T 

40% 5 5 

40% 4 4 

40% 3 3 

40% 2 2 

40% 2 2 

40% 2 2 

40% 2 2 
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Distribution of 


Weekly 




Estimated Length of rentals: 


Rental Capacity: 




1 week 100% 


Rental length 


7 days 


2 weeks 0% 


Opening Buy | 


128|units 


3 weeks 0% 


Capacity 


128 rentals per week 


4 weeks 0% 






100% 






7 Avers 


ge 





Opening 
Buy 



| 128^ 



Rental Units 



Demand Demand Shipped Returned Fill Rate Surplus On shelf 



(no shifting)(w/shifting) 



(Shortage) 



13 


13 












26 


26 












42 


42 












63 


63 












79 


79 












94 


94 












108 


108 












128 


128 
























128 


128 


128 


128 


0 


100% 


0 


0 


86 


86 


86 


128 


100% 


42 


42 


67 


67 


67 


86 


100% 


61 


61 


51 


51 


51 


67 


100% 


77 


77 


45 


45 


45 


51 


100% 


83 


83 


38 


38 


38 


45 


100% 


90 


90 


33 


33 


33 


38 


100% 


95 


95 


26 


26 


26 


33 


100% 


102 


102 


21 


21 


21 


26 


100% 


107 


107 


17 


17 


17 


21 


100% 


111 


111 


15 


15 


15 


17 


100% 


113 


113 


13 


13 


13 


15 


100% 


115 


115 


11 


11 


11 


13 


100% 


117 


117 


10 


10 


10 


11 


100% 


118 


118 


9 


9 


9 


10 


100% 


' 119 


119 


8 


8 


8 


9 


100% 


120 


120 


7 


7 


7 


8 


100% 


121 


121 




5 


5 


7 


100% 


123 


123 


5 


5 


5 


5 


100% 


123 ~ 


-T23" 


5 


5 


5 


5 


100% 


123 


123 


4 


4 


4 


5 


100% 


124 


124 


3 


3 


3 


4 


100% 


125 


125 


2 


2 


2 


3 


100% 


126 


126 


2 


2 


2 


2 


100% 


126 


126 


2 


2 


2 


2 


100% 


126 


126 


2 


2 


2 


2 


100% 


126 


126 






614 


612 




2714 


126 


614 








Total Surplus 


2714 












Total Shortage 


0 
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Keep it Plan Buy it Plan 



Week 


Price F 


tate Units 




Price 


Rate 


Stock adj. 


Units 


-8 
-7 
-6 
-5 
















-4 
-3 
-2 

-1 

0 
















1 


$50.00 


0% 


0 


$50.00 


4% 


0% 


0 










$50.00 








3 


$44.95 


5% 


4 


$47.95 


8% 


8% 


3 


4 


$42.95 


10% 


7 


$44.95 


8% 


8% 


4 


5 


$42.95 


10% 


5 


$44.95 


8% 


8% 


4 


6 


$42.95 


10% 


5 


$44.95 


8% 


8% 


4 


7 


$39.95 


15% 


6 


$42.95 


10% 


10% 


5 


8 


$39.95 


15% 


5 


$42.95 


10% 


10% 


4 


9 


$39.95 


15% 


4 


$42.95 


10% 


10% 


4 


10 


$36.95 


18% 


4 


$39.95 


12% 


12% 


5 


11 


$36.95 


18% 


3 


$39.95 


12% 


12% 


4 


12 


$36.95 


18% 


3 


$39.95 


12% 


12% 


3 


13 


$32.95 


20% 


3 


$36.95 


14% 


14% 


3 


14 


$32.95 


20% 


2 


$36.95 


14% 


14% 


3 


15 


$32.95 


20% 


2 


$36.95 


14% 


14% 


2 


16 


$32.95 


20% 


2 


$36.95 


14% 


14% 


2 


17 


$29.95 


22% 


2 


$32.95 


15% 


15% 




18 


$29.95 


--22%-_ _ 




$32.95 


15% 


15% 




19 


$29.95 


22% 




$32.95 


'15% 


15%"" 




20 


$29.95 


22% 




$32.95 


15% 


15% 




22 


$24.95 


24% 




$27.95 


16% 


16% 




23 


$24.95 


24% 




$27.95 


16% 


16% 


0 


24 


$24.95 


24% 




$27.95 


16% 


16% 


0 


25 


$24.95 


24% 




$27.95 


16% 


16% 


0 


26 


$24.95 


24% 




$24.95 


18% 


18% 


0 


27 


$24.95 


24% 


0 


$24.95 


18% 


18% 


0 


CUME 






69 








57 
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Distribution of 


Weekly 




Estimated Length of rentals: 


Rental Capacity: 




1 week 100% 


Rental length 


7 days 


2 weeks 0% 


Opening Buy |_ 


128|units 


3 weeks 0% 


Capacity 


128 rentals per week 


4 weeks 0% 




100% 






7 Average 







O en' 

R 






Cental Units 










Demand 


Demand 




Returned 




Surplus On s 






(no shifting) (w/shifting) 








(Shortage) 




-8 


13 


13 














26 


26 














42 


42 












" 5 


63 


63 












-4 


79 


79 












" 3 


94 


94 














108 


108 












0 I 128| 
1 


128 


128 
























128 


128 


128 


128 


0 


100% 


0 


0 


2 


86 


86 


86 


122 


100% 


36 


36 


3 


67 


67 


67 


82 


100% 


47 


47 


4 


51 


51 


51 


61 


100% 


53 


53 


5 


45 


45 


45 


46 


100% 


49 


49 


6 


38 


38 


38 


41 


100% 


49 


49 




33 


33 


33 


32 


100% 


43 


43 




26 


26 








41 


41 


9 


21 


21 


21 


22 


100% 


38 


38 


10 


17 


17 


17 


17 


100% 


33 


33 


11 


15 


15 


15 


14 


100% 


28 


28 


12 


13 


13 


13 


12 


100% 


24 


24 


13 


11 


11 


11 


10 


100% 


20 


20 


14 


10 


10 


10 


9 


100% 


16 


16 


15 


9 


9 


9 


8 


100% 


13 


13 


16 


8 


8 


8 


7 


100% 


10 


10 


17 


7 


7 


7 


7 


100% 


8 


8 


18 


5 


5 


5 


5 


100% 


7 


7 


19 


5 


5 


5 


4 


100%" 


"5 " 




20 


5 


5 


5 


4 


100% 


3 


3 


22 


4 


4 


4 


4 


100% 


3 


3 


23 


3 


3 


3 


3 


100% 


2 


2 


24 


2 


2 


2 


2 


100% 


2 


2 


25 


2 


2 


2 


2 


100% 


1 


1 


26 


2 


2 


2 


2 


100% 


0 


0 


27 


2 


2 


2 


2 


84% 


0 


0 


CUME 






614 


543 




532 


0 




614 








Total Surplus 


532 














Total Shortage 


0 
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fif to 



Inventory Reconciliation 

Out to On Cume Cume Owned 



Week 


Renters 


Shelf 


Keep it 


Buy It 


TOTAL Inventory 


-8 












-7 












-6 












-5 












-4 












-3 












-2 












■1 












0 












1 


128 


0 


0 


0 


128 128 












1 28 1 22 


3 


67 


47 


11 


3 


128 114 


4 


51 


53 


17 


7 


128 104 


5 


45 


49 


22 


11 


128 95 


6 


38 


49 


27 


15 


128 86 


7 


33 


43 


33 


20 


128 76 


8 


26 


41 


38 


24 


128 66 


9 


21 


38 


41 


28 


128 59 


10 


17 


33 


45 


33 


128 50 


11 


15 


28 


48 


37 


128 43 


12 


13 


24 


51 


40 


128 37 


13 


11 


20 


53 


43 


128 31 


14 


10 


16 


56 


46 


128 26 


15 


9 


13 


58 


48 


128 22 


16 


8 


10 


60 


50 


128 18 


17 


7 


8 


61 


52 


128 15 


18 




.7- 


..63 


53 


128 12 


19 


5 


5 


64 


54 


128 10 


20 


5 


3 


65 


55 


128 8 


22 


4 


3 


66 


55 


128 6 


23 


3 


2 


67 


56 


128 5 


24 


2 


2 


68 


56 


128 4 


25 


2 


1 


68 


56 


128 3 


26 


2 


0 


69 


57 


128 3 


27 


2 


0 


69 


57 


128 2 


CUME 
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SPjGAMEFLV" 



Welcome 

Returning Member? ( piea* up in ) 



Help 

Your Account 



! • May-Station 2- » !• Xbox - 



| GameCube 



Your Q 




Try GameFly 

No commitments! Cancel anytime. 




Rent all the 
games you 2i 
really want 



/ Keep up to 2 at a time 

/ No due dates, No late Fees 

/ Latest game reviews and previews 

/ Game cheats and codes 

/ Hundreds of games to choose from 



New to GameFly? 

GameFly Basics 
Browse the site 



ALL THE NEW RELEASES c „„ 
PS2, Xbox, Gameci.be , FREE DELIVERY 

Create your list of games. We 11 serld Y aur two 9 ames - 



NO DUE DATES 
NO LATE FEES 

Play them as long as 
- you want: - 



V 1 



PRE-PAID RETURNS 

Return a game and get another 



Jr FREE trial, you car a 



Cancel anytinn 



I PlayStation 2 [ Xbox | i 
put Ua I ttelp I PrwacvH 

Copyright 2002 GameFly Inc. 



! be | Your Game O 



WO 2004/034211 



20/56 



PCT/US2003/031924 



5P/QAMEFLV 



1. Create Account 

2. Parental Controls 

3. Billing Address 

4. Confirm Address 

5. Credit Card 

; 6. You're Donel 



Create Account 



Your E-mail Address 



Create GameFly Password 



Re-Type Password 



Platforms we carry 

□ PlayStation II 

□ Xbox 

□ GameCube 

Platforms we may carry in tfi 

□ PlayStation I 

□ GaneBoy Advance 

□ Dreamcast 



Already ha\. 




Copyright 20C2 GameFly Inc. 
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£5?) GAMEFLV 



■ 1. Create Account 
| 2. Parental Controls 

j 3, Billing Address 
j 4. Confirm Address 
| 5. Credit Card 
j 6, You're Done! 



Pa rental Contr ols 

| □ Block "Teen" Titles 

j Titles rated "Teen (T)" have content that may be suitable for 
| persons ages 13 and older. Titles in this category may contain 

violent content, mild or strong language, anoYor suggestive 

themes. 

□ Block "Mature" Titles 

Titles rated "Mature (H)" have content that may be suitable for 
persons ages 17 and older. These products may include more 
intense violence or language than products in the Teen category. 
In addition, these titles may also include mature sexual themes, 



ERB 

ENTERTAINMENT 

SOFTWARE 
RATING BOARD 



You can update these settings 
; at any time by signing in to 
Your Account. 

Rating guidelines are estab- 
lish ed by the Entertainment 
Software Rating Board, an 

independent, non-profit 
agency that has provided 
rating services to trie video 
game industry since 1994. For 
more information on ratings, 
call the ESRB at 1-800-771-3772 
or visit www.esrb.org. 
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1, Create Account 
j 2. Parental Controls 
3. Billing Address 

| 4, Confirm Address 

5. Credit Card 

6. You're Donel 



Billing Address 

Games will be shipped to this address, fwhy?) 



Last Name* 

Address Line 1* 

Address Line 2 

City 

State* 

Zip Code* 

Phone Number 



«I3 



NpjD.ug>QatQ& 
No Late Foe'; 



Jsed for customer service. 



Copyright 2002 GameFly Inc. 
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f#)QAMEFLV 



: 1. Create Account 
2, Parental Controls 

j 3. Billing Address 

; 4. Confirm Address 

' 5, Credit Card 
6, You're Done! 



Confirm Address 

j Please confirm your address for fastest delivery. 

! Address suggested by the U.S. Postal Service! 

! MATTHEW SIEGEL 

1706 SOUTH BEVERLY GLEN BLVD. 
LOS ANGELES, CA 90024-1573 

I Back ] | Use this Address ) 



Having trouble? 



Copyright 2002 GameFly Inc. 
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GAMEFLV" welcome back Sean 




>' 1 . Create Account 
•' 2. Parental Controls 
' 3, Billing Address 

4. Confirm Address 
, 5. CrBdit Card 

6. You're Done! 



Congratulations. Your Membership is Now Active, 

Start adding games to your Game Ql | Co to Came Fly Home"") 



Membership Summary 



Name: Sean Specter 

E-mail Address: sspector@aol.com 

Address: 1234 Main St, 
Apt, 105 

Santa Monica, Crt 90024 

Phone: 310-555-1212 

Credit Card: Visa, XXXX-XXXX-XXX5-6708 

Subscription Plan: 2 Game Plan 

2 games out at a time 
$21.95/month 

Platform(s) Y ou Own: PlayStation II 

Parental Controls: Mature - BLOCKED 



To change your account 
preferences, visit Your 



Welcome I PlayStation il [ Xbcx j GameCubR | Rartmn 



Fif M 
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£HFJ GAMEFLV" 



Welcome back Sean Spector. cm 



| All Platforms g 
I J. 



FREE Rentals! 



GameFly 101 

Best Selection! 



Rent It! 

Click the "Rent It" button to add games tc 



Start adding games tt 
your Game Q! 



j |Select a Platf orm^} :' 
] l New Releases | rj 



Try rt, Tr y before you buy! 

Like It. Playing a game that you want to own? Click 
Keep It. " Kee P lt " ar>d il: ' s Y°ws. 




We lcome | PlayS^tmn i- | Xbox i GarneCube | Game Q ^ 
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EES 



Madden NFL 20 03 Sports | 

SOCOM: U.S. Navy SEALS Shooter 1 

Need For Speed : Hot Pursuit 2 Racing I 

NASCAR Thunder 2003 Racing | 

Medal of Honor Frontline Shooter | 

Onlmusha 2: Samurai's Destiny Action Adventure | 

Turok: Evolution Shooter | 

Stuntman Action Adventure | 

NCAA Football 2003 Sports | 

Seoa Sports Tennis Spo rts | 



Your Game Q _ « 

About Us I Help | Pnt-acv Potev I Terms Of Use I Contact Us (J V^®' 



Copyright 2002 GaraeFV In 
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Super Mario Sunshine 
Crash Bandicoot: The Wrath 
Cortex 

Super Smash Bros. Melee 
: WWE WrestleManla X8 
. Madden NFL 2003 



SgnicAdventure2: Battle 
Spiderman: The Movie 

Fternal Darkness: Sanity's Action Adventure j 




Tetris Worlds Arcade/Puzzle 
NFL 2K3 Sports 
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Browse fif 30 
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Welcome hack Sean Spector. (Tiufgrot me .> 



Welcome f PlayStation II I Xbox •• i GamcCube 

Your Game Q 




rri Unreal Tournament y- 

^ ESRB: Mature "i- 







% 


F=_TS m uw 




F^-TS Short 


? 


Wait 




F3 - r 'S Now 




PJ"a Releases 
8/12/TJ2 



| Update Game Priority 1 How does IKs work? 

Weicom? fRayStation II | Xbox | GameCu be^ Garne Q ' 



fif 
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Welcome back Sean Specter. 



Welcome 1 PlayStation II !.-,~,Xbox« 



| All Platform; [g| 



FR EE Ren tals! 



j [Select a Platf orm [t] ! 
I l^ew Releases 3 - ! 



Help 



GameFly Basics 

What Is GameFlv? 

How Your Free Trial Works 



Buy It 

Parental Controls 

Account / Billing Info 

Membership Fees 
Updating Your Account Profile 
Changing Your Membershin Plar 
Canceling Your Membership 
Your E-mail Login/Password 



Shipping Info 

Lost or Missing Games 

Damaged Games 

If You Receive the Wrong Gamp 

If You Find a Game You Reported I nst- 

Lost Sleeves or Mailinn Envelopes 

Security 

Encryption 

Your Billin g/Shipping Address 
Credit Car d ID Numbers 

Meed More Information? 

Contact Us 



Welcome 1 PlayStation 2 I Xbox [ GameCube ] GamsQ 
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Welcome back Sean Spector. ghafi not ma .i 



Welcome I PlayStation It 



FREE Rentals! 



Your Name: 
Your E-mail Address: 
Subject of E-mail: 

Your Questions/Comments 



Select a Subject 



Have a question or a 
problem? Send us an 
e-mail, We try to 
answer all e-mail 
questions within 24 



| Select a Platform [£] 



|l\lew Re lea ses 3 
S3 
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Log In 



■ | All Platforms g] 
i I 



Your E-mail Address 
Your GameFly Password 



e,g, johndoe@yah 
HoraotmvDessworti 



! jselecta PlatfoTmig ' 
; | New Releases 1>) i 



it have an account? JoinGameFlv. 



Welcome I PlayStation II | Xbox [ GameCube | GamR o 

About Us I Customer Sendee I Pifracv Poltor I Tern* of llgp 



Ftf ^ 
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; 2. Verify Order 

i 3. You're Done! 



e requested to keep: 




How' 1 Keep if works: 

• You keep the game 
disc you already have, 

• wb will send you the 
jewel case and instruc- 
tions within 5 business 

• We will charge the 
credit card you have on 
file and ship to your 
billing address. 

• All purchase of pre- 
owned games are final, 



Ftf. 36 
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i 1. Sign In 

! 2. Verify Order 

| 3. You're Done! j 



You have requested to purchase: 
l^jjj^jj ^ rand | Theft AUt ° 111 

Total $49.39 



$44.00 
$3 AO 



How "Buy it" works: 

» We will charge the 
credit card you have 
on file and ship to your 
billing address. 
♦ We will send you 
your game within 5 
business days. 
► All purchase of pre- 
owned games are final. 



Have a coupon or a specie! offer? 
Enter code I 



] ( Apply to Order .) 



fif.37 
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Welcome back Sean Spector. fThafs net me .i 



/gIcoidc- w PlayStation II 



! 1. Verify Order 
i 2, Create Account 
j 3. Enter Billing Info 
I 4. You're Done! 



is Complete! 

Grand Theft Auto III 

Pro-Owned Price $44.00 
Tax $3.40 
Shipping $1,99 



Total 



$49.39 



Shipping to: Sean Spector 
1234 main St. 
Apt, 105 

Santa Monica, CA 9DD24 



in track this order in Your Account 



Welcome ) PlayStation 11 ] Xbox j GameCube ) Game Q 
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Welcome back Sean Specter, gnats not n» ,i 



; H3 



Your Account 

j Account Profile 

| View or Edit: 

ail Address and Password 



-Cicci; Ca td Billing Address 
■ E-mail Subscription Preterm™* 



Account Maintenance 

I want to: 



Report a Shipping Problem 



Review my Rental Terms 



Review my Rental Histnry 



Review my Order History, 



Have a question about 
the site? Visit our 
Customer Service 



Platform 



Welcome | PlayStation II | Xbux | GameCube I Game Q 



Fif J? 
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Welcome back Sean Spector. ClhafsjistmeO 



Gust o met Seivise 



Welcome PlayStation II 



E-mail and Password 



' [fill Platforms [3 
I I 

I S3 

I FREERentaJs! ] 



Your E-mail Address | sspectore tgaol.co 



e.g. johndoa@vaHo^-=f : 
Choose a New Password | ****** 



Re-Type Password 




; | Select a Platform 
- \ New R eleases 3 

! H3 



Wnlcorne | P ayStation II 

About Us | Customs, Se a 



Xbox ) GameCube | Game u 

H Privacy Policy I Terms of Uft 
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Welcome back Sean Spector. fThafe not ireo 



Welcome 1 PlayStation II 



[All Platforms 

I J 



FREE Rentals! 



Platforms You Own 



□ PlayStation II 
OXhox 

D GanneCube 

□ PlayStation I 

D GameBoy Advance 



! | Sel ect a P l atform \j\ 
| Mew Releases Irl . 

| S3 ~~ ~ i 

Welcome | PlayStation )l | XDox | GameCubc ] GameQ 

AboutUs I Customer Service I P cy Poliw I Ts.ms H Use 
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Welcome back Sean Spector. abavs not mO 



Welcome ! PlayStation II I - -Xbox 



GameCube^ - Your Q 



Parental Controls 

| All Platforms (j] , a Block "Teen" Titles 

, r 1 Titles rated "Teen (T)" have content that may be suitable for persons 

L__ 1 : ages 13 and older. Titles in this category may contain violent 

< [gdJ ; content, mild or strong language, and/or suggestive themes. 

I I □ Block "Mature" Titles 

FREE Rentals! Titles rated "Mature (M)" have content that may be suitable for 

| ^T«»"»iri«ml">j I | persons ages 1? and older, These products may include more 

' - ■■■■ t intense violence or language than products in the Teen category , In 

addition, these titles may also include mature sexual themes, 



Check the box of 
ratings you would like 
blocked. Your kids will 
not be allowed to rent 
any games that have 
a blocked rating. 



| Select a Pl atf orm E] 



[New R 



Welcome 1 Playstation II I Xbox I GameCube | rcamq q 



Fff ^ 
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Welcome back Sean Spector. (- 



Welcome ! PlayStation II I - - Xbox - 



Your Q 



| ftll Platforms B 

L J.. 



FREE Rentals! 



Billing Address 




| Select a Platform g] 
|Mew Releases |3 



First Name* 

Address Line 1* 

Address Line 2 

City 

State* 

Zip Code* 

Phone Number 



Used for customer service. 



Enter Credit Card 



Card Type 
1 Card Number 

Expiration Date 
j card ID Number 



Please enter your 
billing address exactly 
as it appears on your 
statement, For secu- 
rity purposes, your 
games will be shipped 
to this address. 



How to find a Card ID number 



Welcome j Playstation ll | xbox ] Garnecube | Game Q 

About Us I Customer Sewica ] Pmiw Polimi I Terms of Use 



Fi f. « 
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1 Welcome 1 PlayStation II - 



!■■ Your Q 



| All Platforms g 



FREE Rentals! 



Subscription Preferences 

, GameFly Recommends 

. A monthly newsletter with all the hot New Releases. 
I Special Offers 



? Partner Offers 

Ocassionally, GameFly partners will make game related special 
offers to members. 



a Platform [v] 



[fjew Releases |-* || 



ffieicome [ Playstation II | Xbox I GameCube | 



fif- VI 
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Welcome back Sean Spector. C 



I Welcome - I PlayStation II L Xbox - ■ - ! GameCube ! ~ • Your Q - 



)A)I Platforms g 



F REE Re ntals! 

t,.T»llTlFri. n tf.lH - . 



Your Rental Terms 



Vour Program size, pricing and renewal 

• Your current program allows you to have up to 2 games out at a time. 

• You are currently being charged $19.95 (plus any applicable taxes) per period, 

• Your GameFly membership began on 07/06/2002 

• We will bill your credit card automatically at the beginning of each period. 

• Your next period begins on 08/06/2002 

• Your monthly membership fee covers shipping and handling on all your rentals. 

• If you choose to keep a game, you will be charged the current used price. Shipping and 
handling will be free. 



[ Back to Your Account ] 



| Select a Platform O 
|Mew Releases _ "F" | 



WelEame I PlayStation II ] Xbox j GameCube Game Q 



Ft?- 
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Welcome back Sean Spector. t 
I PlayStation II ••■ I Xbox > « 



Your Q 



i S3 



FREE Rentals! 



Change My Rental Membership 



2 Game Plan 

2 Games Out at a time 
$19.95/month 



3 Game Plan 

3 Games Out at a time 
$29.99/month 



The new membership 
program will take 
effect with your next 
billing period, To see 
when your next billing 
period begins, check 
your Rental Terms . 



, | S elect a Platfor m^ 
.' | Mew Releases [jj 



Welcome I PlayStation 11 1 Xbox ) GameCube | Gamp o 



Flf- ¥£. 
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Welcome back Sean Spertor. :->jf,- not m < 



PlayStation II 



Review My Billing History 

— g Date Credit Card 



HE 



FREE Rentals! 



06/02/02 
□7/02/02 



Visa - 6029 
Visa - 6029 



Description 

Monthly Membership Fee 
Monthly Membership Fee 



Total Charge 

$21,60 
$21,60 



' (select a Pla tfurmpl 
Ihlew R. 



me I Pla yStation. !! I Xbox | GameCube | Game Q 



Fcf ?7 
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Welcome back Sean Spector. f That's not me .i 



Welcome - I PlayStation II™ 



| All Platform s g 
'I J 



Review My Rental History 



FREE Rentals! 




; |Seleda PlatformEj : 



Platform Shipped 
P-T2 8/1/02 



3/17/02 
3/24/02 



Welcome ] PlayStation II j Xbox [ GameCube ] GamRQ 



Fif. W 
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back Sean Spector. fnnfe not m. .i 



-Welcoma PlayStation)! - | Xbo* l-i 



| All Platforms 



Review My Order History 



^ | | WLlmmoA PJ-2 $47,33 Shipped 8/1/02 

_ «="-J~S $38.42 In Progress 

j Back fa V«jr flranmt | 



; | Select a Platform^! ! 
1 |New Releases [^j 



Welcome I PlayStation II | Xbox | GameCube | rgampn 

AbsuHJs ) Custom, Sen,fe f IP^tyPojga, | TsflrejjfUge 
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Welcome back Sean Spector. (n,u n »< me .l 
1 PlayStation J»~ I--- C GameCub 





Change or Cancel My Membership 



>u have within this billing period in your Re nM Tc-r nc 

1 Game Plan 

1 Games Out at . 
$13.99/-month 



3 Game Plan 

3 Games Out at a 
*29.99/rnonth 



; |Selecta 



! m 



Change Account 

ing changes 
be reflected in the 
next month of service 

• When you upgrade, 
we send you your 
next game right away. 

• To see when your 
next billing period 
begins, check your 



aejcome I PlayStation II I Xbox \ GameCnhg | Q<imJ2 

AboujUs | Customer Sewlce 3 Pwag Poia, I Tgrrre of Use 



Fif so 
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Welcome back Sean Spector. c 



Welcome - I- PlayStation II - 



' l fl " Platforms fc| 

L I 

: .® , 

~7rEE Rentals! 



Change or Cancel My Membership 

Did vou know? 

GameFly offers a cost effective 1 gams a mor,th plan for $13. 99. 
That's the equivalent of four months of service for the cost of a 
singb game. 



'., [Select a Platform jj} ' 
jwewReteascs O 



msssm ! FlayStsticn II ] Xbox ] GarreCube | Game n 



f lf . SI 
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Welcome back Sean Spector. (Thafs not m .i 



Welcome^ - i PlayStation M - ! Xbox U GameCube 1 Your Q 



[All Platforms" [v] ! 



Cancel My Membership 



FREE Rentals! 



|Seleet a Platform |v| ' 
|fJew Releases NJ ■' 



153 



Cancellation Terms: 

• Cancellation will be effective immediately. 

• No refunds or credit will be given for partial periods or unused 
rentals. 

• Outstanding rentals must be mailed back to GameFly within 7 days 
of cancellation, or you will be charged the full retail value of the game. 

• All items in your Rental Queue will be deleted. 

• You will not be able to sign-up for another special offer or free trial, 

j Back to Youi- Account"] 01 
or call; (888) 986-6400 



e with | Cancel | 



welcome ) PlayStation II | Xbox | GameCube [ GameQ 
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Welcome back Sean Spector. mats not mt .l 



«XboA «- ~ I -GameCubfr ! Your Q 



| All Platforms |*j 

: i i. 



Cancel My Membership 




|SelectaPlatfor^El 
| Hew R eleases |;^| 

ICS 



Thank You for your patronage, In an effort to serve 
better in the future, we are interested in understanding why you I 
chosen to cancel. 

Please indicate your reason(s) for Cancellation: 

(check ell that apply) 

□ Cost of the service 

□ Lack of selection 

□ Delivery took too long 

□ I am switching to another Game Rental Subscription Service 
Comments 



j Playstation II ) Xbox j GameCtbe I Game Q 
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Welcome back Sean Spector. fThats not me . i 



: GEJ 



Thank you for your patronage! Your account has been cancelled. 

I We will storeYour Game Q for thirty days. Should you dgcide to renew, simply return to 
the Your Account section of the website and click Reactivate rw membership. 



a Platformg] j 



I I New Releases f v| [ 



atekarng [ PlayStation II I Xbox I GameCube [ Garng_o 

AbpyUfr I Customs Ss 



fif & 
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Welcome back Sean Specter. CThafc n«tmO 



-Welcome PlayStation II j - Xbox ■ U GaroeCube ■■■ Your Q 



i | All Pla tforms 



; ) Select a Platform 3 j 
■ jfjew Releases r £] ,' 

m \ 



Your Account 



Welcome Back! E 



Account Profile 


Account MnintHnonce j 


View or Edit 


1 want to: 


■ E-mail Address and Passworc 


■ Chanae Rental Membership • 




■ReoortaShiCDinaProhlfim 


■ Platform You Own, 


•Review my Rental Terms 


■ Credit Card Billing Address 


■Review my Rental History 


• E-mail Sutiscrintinn Bre&rences 


■ Review my Order History 




■ Review mvBillina History 




■ cancel mvMembfirshin 



Have a question about 
the sits? Visit our 
.Customer pprvicft 



eitomu: i _i_ Jj_inn_H xbox ; GameCube j Gam_g Q 

About Us I Customer SenriM I Prtoan, Polta, | Tains *i Use 
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Welcome Back 

Your Info 



Name: Sean Specter 

E-mail Address: sspector@aol.com 

Address: 1234 Main St. 
Apt. 105 

Santa Monica, Cfl 90024 
Phone: 310-555-1212 

KX-XXXX-XXX5-S708 



After you renew, you can 
make any desired updates 
or changes to this infor- 



Credit Card: 
Subscription Plan: 



Trial Membership 

2 games put at a time 

$14.99/mcnth 



P)atform(s) You Own: PlayStation II 
Parental Controls: Off 



Select Membership Plan: 



. 1 Game plan 

1 Games Out at a time 
$13,99/month 

■ 2 Game Plan 

2 Games Out at a time 
*l9.95/month 

3 Game Plan 

3 Games Out at a time 
$29.99/month 



| Restart my Memberehip [ 



Welcome | PlayStation 11 Xbox [ GameCube | Game Q 
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> (57) Abstract: The present invention is directed to a method and system for managing the inventory level of, and the distribution 
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5 specifically, preferred embodiments of the present invention forecasts future rental and sales demand for a given electronic media, 
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